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Descrfptiofi 

CROSS-REFERENCE TO RELATED APPUCAT10N 

* 152124^8^**^ ^^"^ ^ ^"^^ ^ ^ Provistonal Patent Application Serial iskx 60/079.143 fBed 

HELD OF TME INVENTION 

to I0002J "n^epresertim^onrelatesgenerallytogamingmachinesai^^ 

tura for a gaming machfn& ' 

BACKGROUND OF THE INVENTION 

« lOOO^q ^ng machines, such as slot machines, video poker machines and the Oke. have been a cornerstone of the 
gairtng ^'^^fo'^f'ff Generally, the populariiy of such machines with players is dependent on the fikeB- 
^^J?^^®^ Kteiaiood) of winning money at the machine and the intrinsic entertainment value of the machine 
relabve to om^ available gaming options. Where the available gan^ng optkxis include a number of corrpelina 
m^Wn^ and the expectation of winning each machine is roughly the same (or believed to be the same), players are 
fnc^W|elytobe attracted 

toMWii^oy the most ertertaining and exd^^ ^nachines avaBable. because such machines attract fre^ 
hence Iw^eprofi^ 

l22h"!^JSli^ ^ new types of games, or enhancements to existing games, 

wiaatlract frequentplay by enhancing the enterta^ment v^ue and excftement associated with the gama 

ceplola secondar)rorTx)nus-gamewNchmaybepl^^ 

comprise any type of game, either similar to or conpletely different from the bask; game, which is entered upon the 
occurrwweofa^ The bonus game concept is the su«ect of U.S. patent 

appfication senal na oa/835.840 [hereinafter -the B40 appficatfon^ filed April 23. 1997. assigned to the assignee of 
me present inventk>n and incorporated herein by reference. The "840 appr»catk)n disck>ses an embocfiment where&i the 
H^T ^ ^ ^ ^ ^® flame is a simulated reel-type stot machine fnplemented on a 

^-nramx di^ay. The bonus game is entered iipon the appearance of a special symbol combination on the reels of 
tha stot machine in the bask: game. In the bonus game, the probabiTrty of winning combinalkm appearing on the reel^ 

i^nnings from the bonus game untH a losing ^ 

piayarao^emem than the bask: game because it provkfw 

IS accompanied with more attractive or unusual video displ^ and^or audkx 

PO^Berause the bonus game concept 0^ 

^ toiow games, and because 6^ 

to devd^ new types of bonus games to satisfy the demands of players and operators. Preferably; such new bonus 
^mes wiB^^ or even further enhance, the level of player excitement offered by bonus games heretofore Known 
in the art The present finventkm Is d^ected to satlsfykig these needs. 

SUMMARy OF THE INVENTION 

[00061 »n accordance with one aspect of the presort Inventfon. there bprovWed a ga^ 
^ operable in a basfc mode and a bonus mode far controlHng game play. In the baste 
to s eled a t>asfc ganie outcome from among a plurality 01 pbssWe bas^ 
comes &KAjd« start-bonus outcome t^ 

modeto the bonus mode. The processor Is operable to define a plurality of piayer-sdectable bonus game outcomes. In 

the bonus mod^ a player selects one or more of the bonus game outcomes and credits are awarded 
ones of the bonus game outcomes are selected. 

I0007J tn accordance with another aspect of the presertinventtoa there is provWed a g^ 

processor operable to selecting a game outcome from among a number of possWe game outcomea A n^^ 

possWe game outcomes are kfentTiable according to a pay table as winning combinations, whereas a remaining 

nun4)er 0* the possible game outcomes are Wentified as apparert tesing comW 

rneans tor awarding aedits i4X)n occurrences of the winning conW^ 

apparent tostng combinattona. 
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e«eabonu89aiT«»e8c^ 

oenefated in thetasie game may be exercised to affect the bonus game outcome. In one entoTenL Sreihe 
r^S'cSS.'ir*'^^^ r to end me boius game, an J:!^^^:!:^^ 

thereby allowing the player to conSmje playing tiie bonus gan» «i««»ninin8Donu8moae. 

BMEFOESCmFnON OFTHE DRAWINGS 

descnpmn and ifwnrelbrerKa to Vie drawings in which: 

Snl^ belljKS?^ ■ 
RQ^ZisaniB^^ 

memabasKslotmacMnsgameacoorc&igtooneentwdimemofthepresertimenlion- 
Fia 3 18 a pay table for various symbol conttMtions wWch may occw 

Fia 4 fe a mam teWe correspondifig to »» synM combinaBons identffi 
u same u^^^ 

"ftert-bonus- symbol combinations wWch may occur in a basic game udng the 
reel Strips or FIQ. 2 with one coin played; 

crt^"»SS* """^ ""^ ' ''"^ 

» '''Q-Ojnuslrates a display which appears upon initial play 01 a bonus gan» 

2^|^"^^[^^'sP'ay "^y appear upon completion of a bonus game 

Fia 13 IS a biOGfc diagram of ttw display oonMler of Fia 12; 
^ ??-Jl**'!!?**fl™"<*"'**~9a™™<**8<«««*ihe 

Fia 15 is an Bluslration of live simulated reels assodaed with a bati^ 

2?l°'._^?®''*'™'«^'»susceptiWe to various mo<r«^ 
r!l^'^*^'^««^'"»»'^'«sandwiBbedesert^ 
^ftehMmbonisnotintendedtobellmitedtolhe 
2^ «'»«««enfe antf aHonaHves faffing waKn ^ 

« DESCRIPTKM OF SPECIFIC BHBODIMENTS 

WthroughwWdiaplayermayobservethreespinningreels. 14, 16and IS-Qameplayisinitiatedbylnsertinganumber 
« "»«««Playinganunt)ero»eredit& 

ran^ponding to the nun*er of cons or credte played. In the ahstrated embodiment up to liw pa^^ 
t-yretoence numerals 22, 24. 26. 28 and 30 may be activated. depencJng on the nuniw of cohs or aedHs played. The 
play 01 one com or credit activates pay Bne 22. two coins or credils acBvate pay lines 22 and 24, three coins » 
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acbvale pay fines 22. 24 and 26, four coins or wedils ac^ 

vate pay lines 22. 24. 2$, 28 and 30. » wiD be appredatedl however, that the present bventkm may be inplemented on 
machines having fewer or greater nunOers of payOnes and^or with payRneCs) which are actfvated Independently of the 
number of ««^»oraedte played The present Invention may also be implemented with video -reels.' Accordingly the 
5 »TO"reel^""*»^ 
•'Hpiementauons. 

1001 21 After activaiion of the payfines. the reels 1 4. 1 6. 1 8 are set In motion by either puDIng a lever 20 or depress^ 
a push button (not shown) on the slot machine 1 0. Th e processor then 

a game outcome (fto. "tMsIc" game outcome) correspondng to a parttailar set of red stop pos^ 

Ra 2) are dlfbced to the reels 14. ift 18 to graphically illustnite the reel stop position and Indicate whether the stop 
posAon cf the reels represent a winning game outooma Winning "basic" game outcomes (e.^., syn4>ol combinations 
resulbng in payment of coins or aedrts) are IdentH^e by a pay table (see FIG. 3) aTixed to the slot machine 10. A win- 
nir^wmbination occurs when the symbols appearing on the reels 14. 16. 18 correspond to one of the winning comW. 
15 nations on the pay table. TraditlonaHy, such winning confeinations must be displayed relative to an active one of the 
paylinB(s) 22. 24. 26. 28 and^or 30. 

(0013] l=<y example, in the inustrated embodiment if one cdn or crectt is played. 

cwnblnation occurs if one of the combinations appearing on the pay table is cSsplayed directly under pqyiine 22 (aa , 

wrtfT^ 

» m>*fle^er- position and -rigM^emer-positiM 

p^nes 22 and 24 are activated and wimiing combfciafi^ 

taWe are displ^red directly tf^^ PayUne 24 requires that the first second and t»id sym* 

i^^?*"^ ^® dispfayed refpedively. In the leftHjppeT position, "middl supper" position and -rightHjpper 
posWon retatfve to the cSsplay window 12. If tfvee coins or aecfils are played, payfines 22. 24 and 26 are activated and 
w winm^ (»nibinafion(s) occur any of the combinations appearing on the pay table are displayed directly under pay- 
lines 22. 24 andtor 26, Payline 26 requires that the ftst second a^ 

r^pectively. m the left-lower position. -n«dle-lower- position and "right-lower- position relative to the display window 
1 2. » four coins a aedils are played payTmes 22. 24. 26 and 28 

Of the combinations gearing on the pay tat)le are displayed dlrectty under paytines 22. 24. 26 and^or 28. Payline 28 
» requires that the first second and third symbols of the combination are displayed respectively. In the Tell-upper* posi* 
boa -middle<enter- position and "rtght-lower position relative to the display window 12. Finally, if five coins or aedHs 
are played, payfines 22. 24. 26. 28 and 30 are activated and winning cont>ination(s) occur if any of the combtations 
appeanng on the pay table are displayed direcUy under paylsies 22. 24, 26, 28 and^or 30. PayTtne 30 requires that the 
first second and third symbols of the combination are displayed respectively; in the left-lower positioa "middle- 
s cemer position and -YigWHipper position relalfve to the d 

POlfl be appredated, however, that alternative pay schemes may iinplem^ 
tJOT^ may be defined ly the pro^ 

reels in any predetermined display positioa In one embocfiment of the present invention, a "start-bonus" outcome 
«x»irs when a spedal -start-bonus- symbol appears on each of ttveereels^ either of three visible display positions 
> (e-1l^"twr.- -center or noweO on each reel, even 9 such positions do n^ 

appjMrance of a 'stert^xwius- symbol on the designated number of reels. In the designated display position(8) r^e- 
sents a "start-boni^- outcome causing the processor to shift operation from the basic game to a bonus gama In 
anotfier embodiment the processor emers ttie bonus ganrie i|X)n the appearance of a specif symbol con*^^ 
tf» reels 14. 16. 18 which is not identffied on the pay taWa Because such conWnation 
it IS a -start-bonus- combination which pfayeis wiB consider to be a tosing 
apprise winning con*&wtion to the playw 

combnation(8) may cause the processor to award coln(8) or credit(s) In t» basic gama 
lOWq Avideodispl^32l8provldedfordispliVfr»9lhebonusgan^Thevldw 
?' LED, teg electfP-tumlnescefTt display or generaBy ary type of video display known in the art in the aiustrated 
ento«fiment the videodMay32 is verticafly dispose 10. It wiB be appro- 

^ledmat the "baslcr game need not comprfee a spinning reel slot machine game, as illustrated in Fia 1 . but may 
convrise virtually any type of game of chance or swn or combmation of suc^ -start- 
bonus" outcomes) which n«y trigger play of a bonus game on the video display 32. The basic game may itself be in^e- 
mented on the video display 32 or a separate video display (fwt shown). The basic game may conprlse a video poker 
or video btac^ack game, tor exampla In embodiments where both the basic and bonus games are inplemented in 
videa each game may be shown on the same video display. 

100161 In one entfxxCment tfie possS^e basto game outcomes include a special symbol con^lnatm {e.g„ "bonus- 
resouroe- outcome) causing the processor to generate a bonus game resource exerdsabfe in the bonus gama The 
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^Tc^ ^^^^^^^'im to awant cohKs) pr aediKs) in Ihe basic 

OT TO oaacgame (causfcigtheprocessof togenerate a corre^^ 

P^sea^rrt^^ to enhance the ncftement and/tor winning expeclatfenrS bonSST^^ 

embodrnent. for ewn^le. a bonus ganrw resource Is usable to ever* tL!? 
gama For exanple. in a bonus game Including one or nio,e -^^SZ^^S^J^^^ 
bonus game, a bonus game resource, f» available, may be usedto«I^l»S^^ ^ 

eta) of can(s) or credrt(s) awarded In a bonus gama Ftor exanvia a "55C resource t^idSmZ!^ 2^ » 
flame outcome awardingscolnsacredite would resuHlfiara^ of 25 X^^^ 

Si^Jl^flSLSS^i^- * «"*fied inihe pay table fi^toSJw 

SS.litS^^^"'' ^ ^^"^ ot syr^C. less an apSUe S^S? 
[001 9J F»a 4 Is a pay taUe Wentfying mathematical probabifities and axDecf ol vakios in o Ko«i«« ^ « 

of the t^vfiTTTpER RPW • «A««e!^^ Wentrfies. for each cormbination of symbols, the product 

P«M<e ^^irtxjl comblnatfons thai resi* h ei^ 

^^^eTTJ:^ to -Wr m. t)R OR Ofr or -PL PL PL- cc^SSTa^'S^ To 
JT't!!!^'*^ f ndicales the various probabOHies of NtHng the respective winning conMnations m a 

ssSnC22is^s2.s:'2Kf ''^^^ TheSTTe-zTsnr?;;: 

iomoiihe-E.V. whiniiv is oornputed by summmg each of the expected values. Thus, tor a 
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rale is 0.57133 or 57^133%. 

SH^l Hste. for ead» whnhg outm Hi. pnxhiel ofthe -HAs* value and the Tays- value. 

w» CH CH CH «n*ination. for examp^ 

cM»oreredte-lblalCo«n»Pald*i8lhe8umofmev9rloosT^ 

• ConWbution' cohinm indicates, for a 1 -coin game, the percentage contribution of the respective TMal 
^mm^^^ *^ ^ ^ ^ ^ coirttnatioa the contribution Is 

^""^L ^ appreciated, modification d FWl 4 to reflect a 2-coin. 3<dn. or Soofn game may be easilv 

accompBshed by those sWBed in the art AceorcfingI/ such modTication wBI not be aoooni^^ 

SUSi^^i!!: ^ ^ respectively 2. 3. 4 and 5 active paytnes and thus the -Wis.- 

■To« h«8 and >tt Rate values wi» Increase in proporlioii t^ 

J7 J7 J7 ajmbmatwn ««l increase to 200. 300. 400 and 1.000 coins. respect»vety. depenling on the nuntere of coins 

pteyedThe Mweased pay values for the J7 J7 J7 combination causes the "Payout Rata" value to increase based on 

Bie nun*er of coins played and causes the Total Coins PakT value 10 Increase 
'5 Of active paynnes. 

[0025) A summary of the various payout rates, hft rates, total hits and total coins paid for the basic 

^il?!! fcrth f «• « can be seen in Fia 5 that fc» the basic gam* there Is a 5.1 44% difter. 
ence (a.27709 - 57.13306) between the payout percentage of the l-cdn game and the 5K»ln gam& Under Nevada 
^mm-com ^mes may not yield a spread of hold percentages (or payout percentages) wNch vary greater than 4% 
so wrdiflerentnuni)ef5ofcoinsplayedv«thoutspecialmetering.BecauselhedHfcreneehtheb^ 
an adjustment is desirable in the bonus game to tower the hold petcenlage ol B» 5<ota game rel^ 
game. This ac^uslment will be described taterhielationloRa 7. «.i"«w»w«win 

*^**''^*^'"'*^**<*^ 

nations) which cause the processor to shift operation from the basfc game to a bonus gama h the JACKPOT PA 
game, one such combination is characteiiied by the display of a Tarty Favor* symbol (see Fia 2) on each reel caus- 
ing tlwpnxessor to erter a bonus game -party.' An^ 

tweJachpol 7. Orange and Special l-emon symbols on reels 14. 16, 18. also causing the processor to enter a bonus 
30 game -paitf.- Both of these special symbol combinations represent a "start-bonus- outcome because Ihey cause the 
proc^ toshift operation from the basic game to a bonus gama The bonus game party e^ 
.teel^7. Orange and Special Umon combination isa"Swprise party" because. 8ftx» the 
cial l^mon synOote are not identified to the player {&g., on the table) as winning conMnations. it is an apparent 

38 I0027J Fia 6 identmesmathenrwticalprobablllBes and expected values assoeW 

^■na J^CKTOI^ARTY-Bame. FertheFV FVFV(£e. threepartyfBvcr)syR*«l contonatcn, the -ff PER 
nm. cofcimnsol TO.6 Wlcatethalthereare3.9and8reelpo^ 

play po8i«on& The FV FV F\' contilnalion wiB -Wr 81 tfcnes (3 X 9 X 3). which equates to 72 pulls per hi! (5 832 + 81) 
« ora^obabBityof 0.013689(1 4^72). Because there are no predetennined pay values associated v«th the bonus game, 
the "Expeded Pay" values do not represent expected paymert amounts per se. bu rather identify an avera^ 
amourt which may be expected In the bonus gama The average pay amoort is dependent on the various possajle out- 
comes of the bonus game. (A detafleddesciiptioo of the bonus game Is provided In relation to FIQ 11).Fbra1-ooin 
gana with the bonus game outcomes IdenfiHed fci Fia 1 1. the ex^ 
4S crecfits. 

100281 Therefore. thetolalexpecteJpay of meFVf^l^outo^ ^ 
expected value of the bonus game resulting from the FV FV 
100291 Fbrthe"6urprfse-J7 0RSLc»rrt)lnalk^ 
i^PNertveJT^ 

so oration is programmed by the 1^ 

the center pay&ia TheJTORSLcontxnattonwatherefore W only 1 time (1 xlxl), whk^ 
per Wl (5.832 - 1) or a probability of 0.0001 71 (1 4^ 5.832). For a 1 <oin game, the expected pay of the bonu^ game is 
20.57152 coms and. therefore, the total ecpected pay of the J7 OR SL outcome is 20.57152 (1 x 20.57152) The 
expected value of the bonus game result»ig from the J7 OR SL combination is 0.0035 (0.000171 x 20 57152) 

66 IWWOJ For both types of parties combined (ep.. for the FVf^f^V and J7 OR St conti 

82 -hrts- (81 + 1). which equates to 71.12195 pulls per hit (5.832 + 82) or a probabifity of 0.01406 (1 + 71.12195). The 

total expected pay of the FV FV and J7 OR SL outcomes combined (for a 1-coin game) is 1^^ 

20.571 52) and the contribution to expected value (for a 1 -coin game) 0.2892 (0.2857 + 0.0035). TWs value is added 
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^STJ^J^^L™^ o» adh« paylim« tor increased nun*ers of coins. Thus^ttieFVPy^JS^ 
a«Sil!^^,^.2i^!^ 9amejndep^ whenever party favor syirtete 

^ ^S?*!: " "V ^Play Posrtfens of the slot mactilna 10. Smilarty, the J7 OR SL conMnalion vrill trigaer 

outpocentages of the basic 9ame. More spedfieafly. as (Sscuesed in relation to FIQ. 5. there is a 5.144% <Hfer«,^h 
« Kf^I^^^ the i<x>in and S<»h) Daslc" gama Because iMs dHlerence exceeds 4%. it is desirable 

-^'^u ^ ^ percentages to tovrer the hold percentage of the 5-coin game relative to the i-coin 

played wiB yield a payout percentage of alwut 86%. 
andb<««gan^^ 

.^r^ * '* 20 5715 (in a l-eoin game) to a minimum of 1 7.0002 (tor a Scoln game). 

rwpective games may be computed by simply mult^ilying the normaHzed values by the 
m»i*er of coins played Thus, far exanplft in a 5^n game, the average bonus ga^^ 

FIGs. 8 and 9 iHustiate various aspects of a bonus game according to the present inventioa m one embodi. 

rtrtnwtfMne Itwin be appreaated. however, that the bonus game may also be implemented in oorijunction with basic 
games other than spinning reel slot machines andter with afteroative forms of vWeo displays. 

WW^IFtt 8 ilhsJrales a rectangular grid 40 that appears on the display 32 ^ 
oneeinbocfi^ 

a scleclionelemert or Vvindow" associated 

8 by re^ettiver^ence numerals 101 through 130. are Ini^ 
com« conrwponcfing to the wi^ 

msnt^cc^ 

m>«tion of wWch selection elements are to be associated with the various outcomes) is randomly determined by the 
game controller. Anangement of the various outcomes, once deters 

^fH^tJlT^^^ outcomes is reacconpDshed. however, upon stiKequeni plays of the bonus game so that 

m^e depiction and arrangemert of selection elements, the mimbef(^ of sel^ 
posswe outcomes associated with the selection elements 
me sele^ elements may be depictBd as grapfiical syn*ols. anlmalto^ 
be provided in fewer or e^eaternmbere than described herent 

IWq As play begins, the player is pronpted 10 selecl one of the thirty 

atodttwlarjrofsewialtai^ 

«w*od&iiient.m 

ffSf^i^^"* "^*^* '"^ »*en the hand is pointing to a desired selectioa Sadftig of the pointer (ep., 

liand) piw to the selection of the desffed window may be accompTished auta^^ 

« nay be c«w*oiled by the player depressing various buttons In another ennbodiment uSfizIng a touchy 

the desired window is sdected by simply touching the saeen h an area over the wMow. m selection 

elements) under player contiol is a novel concept which enhances the excitement of the bonus game in relation to 
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other types of borne game» known in ttie art Whereas other bonus game(s) have outcomes which are determined 
errtffjrij the oame prograiA the ouleomeCs) In th^ 

I003$J l*xm selection of a selection elernern. the ganro controller causes the outo)^ 

s^edwn element to be revealed on the display 32. Coln(s) or credit(s) are awarded as appropriate. correspondbM to 
K H^"*"* outcome The award of coin(s) or aedit(s) may occur immecfiately upon selection of the outcome or hray 

W through 130 are as shown in Fia 9. In this eas* selection of wta^ 
the outoome associated with window 106. which Is a coin wfth a vahie of 10 units. Unselected 
> preMt example would be windows 101-105 and 107-130) remabi maslted so as to oonSnue to "hide- their respective 
outcomGs. 

^^^Jlll^^'^ the PAflrrypOOPER symbol in Fia 9). the select 

Of an encHJonus outcome causes the game controOer to end the l)onus game. Otherwise, the selection of any other out- 
controller to prompt the player 1o make other selectipn(8). one at a time, until an encH)onus outcome 
IS selected. Thus, continuing the present example, suppose that after having chosen window 106 for the first selection 
apl^chooses window li7fbr his/her second selection. Selectkm 
we^CHJtcome associated w^ 

. ^^^^ ^ same. Othe«»rfse. if Instead of wMow 117 (or arry other PARTY POOPER window) the 

pl^r^ had chosen window lie (a aiv 
outcome a^ooat ed with the eefected window and pron^ 

uesfer each succes8h«seleclionur!tn an end^aonus outcome 18 sele^ ^ "^"^ 

!?S5LJI2IL^®'^™'*^^^ *® outcomes conresponding to windows 101 through 130 of the grid 40 are based on ihe 
MONOPO^ board game. MONOPOLY^ is a trademark of Hasbro^ he and Hasbro International. Inc.. Pawtucket. 
wiode island, used with pemiission by the assi^ee of the present inventioa b tHs embodiment, the outcomes corre- 
101 through 130 may include, for ©cample, properties (e^., BoardwalK Park Place. etcX utilities 
(ep. Water Wbrks. etc), raHroads (ep.. Short Une. B & O Railroad, eta), and various end-bonus outcomes (e.a. -GO 
TO JAIL squares), (n the MONOPOLY^** game, as in the JACKPOT PARTY« game, the selection of an end-bonus out- 
come causes the game controBer to end the bonus game. Otherwise, the selection of any other outcome causes the 
controller to award coin(s) or credlt(s) corresponding to the selected outcome, and then the player is prorrcted to make 
other selection(s), one at a time. untB an end-bonus outcome is selected. 
I0039J Thus, in the h«DNKDPOLY« game, a player couW perhaps 

dens for the second selecttom Short Une Railroad for the tNrd selectfon. and so on unta selecting a "GO TO JAIL- 
square. (^8) or aedit(s) are awarded upo^ 

21 JACKPOT PARTY« game, with the exceptfon that supplemental coin(s) or credit(s) are awarded 

m me MOlMOPOiy~ game H the property sefeclfon -oonpletes- a particular cotor group (e.g., yellow, red. green, blue 
rtl ZFH?^ ^ railroads or utflrties). The various property color groups and type groi^ are substan^ 

iS\ to those rn the MONOPOLY"* game and win not be descra>ed in detafl hereia The supplemental coin(s) 
orae«(6)aw^ 

indMAial outcomes in the group. 1^ specifically, suppose that the sd 

and thes^ection of Park Place Is worth 40 coins or crams. » a p^^ ^^'^ Boardwalk and Park Place 

In the bonus game and thereby complete the T)lue- property group, such selection might produce a supplementai 

awwd of 90 coin(s) or CTecft{s). fo odditis 

Ptew. The completfon of any other cotor group or tw^ 

to the pertkailar grouix as defined In the gan^e program. It wW be aw 

schemes may be fn^emented In the game programi 

[00401 Inoneen*)0dlmenti^)onsdeclfonofanend4x)nusoulcome(a 

rni^dtoaerctse or Vay- a bonus game resource, if 8^ 

an «id*onu8 outcome and comfrnje play of the bonus g^ 

i8ended^xwthe8^onofanend^x>nusoutoomalnthe^/W selection of a -GO TO 

JAIL'square winordinarfly end the bonus gama If. however, a bonus game resource such as a "GET OLfT OF JAIL 
FREE- card has been obtained, the player may exercise or -play- the iGET OUT OF JAIL FREE- card to overcome 
ejection of a -GO TO JAn.- square, and thereby contro 

displayed on th e reels of a slot macfAie, in much the same manner as In the 
obtelneda-GET OUT OF JAIL FREE* outcome during play of the basi^ 
and rnay be exercised in the bonus game aocordirig to the game p^ 

the selection off the "GO TO JAIL' symbol. Exercise of the bonus game resource. » available, may be acconplished 
automatically hy the game controller or In response to player irput. 
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contained end*on« outwme^ ones of theremalnina windows 

assodmedwfththeav«rtdS"aSi,a^^^ ^» «» 

Of Ihe awanl Wended onlhrSSSSS iJJXlSSSiS!^ 

PARTY POOPER symbol As noted rfMlL*«BlI?J3^-^^^^ outcomes are designated by a 

lOUO^ 10^ 1,4. „7and 130Jsno.iS^be%2a2Jh?'aro.rer3^" sy"*ofsdsp.ayedin^ 

do«s.7hewinlotaiinihrM(5cpi)7^ 

3 coins. 4 coins and 5 coins, respectively in a ^JaSTlSh^^^^ 

PARTY POOPER symbol ^^^»^Z^^^^n^,Z^S^^.^ ^ <»' """(s) for the 

O^^^I^'Jf^ For a 1-ooin oam* the spedfic window values are 1 (2occurre«») 2 M ™ 
(3 occurences). 4 (2 occurrences). 5 (8 ocojirences) in i9 nry<iirro«~>.% « « usBwrences;, s (4 oocunences), 3 
,^-2<««"9ame.thespe<^„oir^;^;^:^ 
« 4(3occurrences).5{6occurrences). lOfZoccurrencesT 1Sffio««™!I^^ 

•henomalizedwindowvaluesare 1 (2ooa^S^I!iIJ£^rS%l!?^^^ occurrence). For a 3-coin game, 
rences). 10 (3 occurences). 1^/ o«S!SSm?i^ZS'2?J^*~^^^^ occurrence). 5(8 o«„r- 
ues are 1 (2 occurrence^ 2 (B^SISSsTVi oST^^^ ^ 

occurencesXlSOoccurreicSLlfJJSlUlSS^ '0 P 

« (2 occurrences). 2 OoccurrenMsi a««^»««rt^#r!!21 ^Tlf^*****^ 
occurence) aniLolSJ^:^^^'^'**''*'*'^ 

SS^SSTSSSL iilK^^ bonus oama AnangementofthevalS^amoS 

»/ windov«isreJSJSSS[^i^^ 

-•»9er,era.^3:SJiss:^:sri£^^ 

ICXM7J P<Q. 11 siminarizes the various posalJle outcomes of if» ^ , 

P'e.'-esponds,onos«xess..-c»»foes(e,..wher,.S^^ 
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^on^toone8iicc88sMctNiice(ft^, whemttie isl setecltoo is a win anx)urt and the 2nd selecfion fe a RWnv 
POOPER tile), and so on until reachins CHOICE 24. whidi oorrespmis to 24 successful dwiees {e.g.. wtiere the f Iret 
248elecBonsarevwiamounlsandthe25m6electioni8aPARTYPOOPeRae). 

I0M8J The •% end- cotunm in Ra 1 1 ind cates the a priori probaUSty of each particular choice resulting in an end- 
bonus outcome whereas the "% safe" column indcates the probata of men naching that particular choice (e a. the 
pr<t«l*Vtt^ 

crwfcei by the probability that thai partieular choi^ 
iwnib»ofen*bo^^ 

(axe«H)onusouteomesdivfcJedby30awailaM 

S^'l J^*^'^'!!®*^«**«*«««^*oiceisthe"%8afe-v^^ 

o» the 1^ dMMce. Thus, the ■% safe- value ol CHOICE 1 is 0.8 (the -% saf^ value o( CHOICE 0 (1 .0) minus the -% 

18 thwetore 0.165517 (0.8x 0.20689) and the *% sale' vahie Ibr the thM choice (CHOICE g is 0.634483 (0.8 - 165517) 

WWfl "» f^o^unm in Fia 11 identrTies the various cum«^ 
CWM^ awiage. to a 1 s»m 9an». VVher e there are no successM ch^ 
niostfertonrt a PAm POOPER tile results in payme^ 

suece^W cMces (other than CHOICE 24) is conputed by multvXyfng the choice mint>ef bt the average window 

'S^t^if^^-^'^TI'^^^.'^^'''''''^ l^oingamewSlonesucc^choice 
(CHOICE 1). «ie -Pay- value is 6.7D833 (average vinndow value of 5.70833 phis 1 lor the PARTY POOPER file) Utm 
r^dung CHOICE 24. a bonus of 67.7 cdns. on average ftn a 1-cotn game) is added to the previous "Pay w3ue. 
thereby causing the cumulalivo pay to be 200 coins Bi a 1-coin game. 

J^®'^«>''^'"'''Q-"i*^i« various intermedate values assocfatedw^ 
vvWA leads to conputation of an overaO expected value fWa 1<oinoan» The «)(^^ 

nun*er is not represented by the BV value in Fia 11 but rather is represented by the -Pays' column ofFia il.Thus. 

•fJ^i. »f «•«•«»«'•«*' 9<w>« WW 8 successful choices is 48.66664 (the -Pay value associated 

with CHOICE 8). Tl» expected value of the entire game, however. 1820.57152. the value at the bottom ol the "EV col- 
IST 0 is 1. The ne)(t consecutive EV values are conputed by the fonnula 

^ 'S^^^ / " * EV . Thus, for e)canple. the EV value associated with CHOICE 1 is 

MX (6.708M • 1) ♦I . 5.566664. and so oa The EV value assocMed with CHOICE 24. which is the EV value for the 
enure garner is 1.68E.06X (199.9999- 132.2916) + 20.57141 -20.57152- vameRwme . 

SS^ ^J^. f^i ^ " '^"^ •% end- and "% safe- values wiB be iden- 

iZ^!n^ ^ ^ ^ of the different average window values and dif - 

lerem RMTTY FWPER values of the mul8-a)in games. Conpotalion ol these values is relatively sli^^ 
may be easily aeconpBshed by those sWBed in the art vviih the information provided her^ 
lOMfl » will be appreciated that the inlbrniatkxi provided in FIQs. 4-7 and FK3S. 9-11 Is urtquet^ 
«*odaiient of the JACKPOT PARTY~ bonus game but the present invention is neither ImHed to the JACKPOT 
PAfTTY« bonus game nor to a particular entoxfimert of fte JACKPOT fWTYw game. 0^ 

mentertltie JACKPOr PARTY" gan» whIdi may iKiu^ 

nunibei(^olMin«»anl windaw(8) andAv endtenus outcome(s). different values (or dMerent average value) of coin 
awards, difierent payback peicenlages, ete. The present invention may atso be inplemented w^ 
comes, as described above In retalion to the MOMOPOLY"* game. 

I0M41 Fia 12 is a Woek dagram ol a gaming machine 10 (e.j;., slot machine) including a CPU 34. video display eon- 
tirtwM end a local video display 32. The CPU 34 sends program infannatk^ 

cable(s) 38. The data cabte(s) 38. which may conprise RS-232 cables a the equivalent, support UKfiredkmd commu- 
nicafion between the CPU 34 and the display controller 36 at a rate of 9600 baud, a approximalely 1M0 bytes eve^ 
second. The program inlonnation indudes operating commands tor controlling the video dsplay 32 of the gamhg 
iradiine 1 0 and game adivity conmands far spedVng modes of operation of the gan*ig mad*^ 
the gaming machine 10 to operate in -basic" or "txjnus- mode). 

I0C6SJ Thedsplaycommandsndudepad«Bti2rtgraphicsinstnKtkmswhidispedfy.forexffl^ 
qwteannnations. text prfnfing and text banners to be dsplayed by the video display 32 in dttier a -basio* game or 
"bomjs" game. The display contrdler 36 executes the video operating Instnxrtions to operate the video dlspl^ 
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SeSnXTS sT^ • register 56 is also ope«tfvely coupled wiW«,e O^^^t 

SL JT^SSf^ PROM 52 Stores control software, inteimediate instrudtons and data necessary to control oper- 
^ ^ ^ hstmcBons ton the CPU 34. The data PR0M(8) 54 Stom^nSm^^,^ 

tot banners, fonts, frames srirites^ frame animalions and sprite animations to be displayed by the dS» ^Inhon^ 
^..^T^ ^If'JI^ separate memories integrated on a single O^As^Z 

mert whew the dsplay 32 conprises a monochrome dfeplay. the pixels are praferMAr 
discrete Intensity I««l8 to emJate three or more shades dTgray.- 

iSJ^ i! "^"^ * ""^"^ «»*^ *P*V One such S^of vwS gaSofe 
•Rustratod in Fia 1 4. designated generally by reference numeral 60. The video game 60 may onLsev&tiXm! 

2S*LSl,!l!^I?!!lf " « (ROM) 68 tor Storing a game 

^^^t^^T^SL*^ ^ '«"«y*ae»«d RAM memory 70 is volalile Urt reWns its ^ata content 

HAM, or may be integrated on a single memory siructur& »-~-«-«~ 
JSSL ®^ !!2!lf .P^ay <* vWeo game 60 responsive to player biputs provided through an 

S^^^* J^l^ "f?^ " ■ mtaooonvuer. nieroprocesMTwa^olh^aSSwe 

02^«^w»(dfcigtoth^ 

LOT^^natrt)t.eleclro*mineseertdisplayoranyolher^^ 

rieda^eas of «ie graphics display 66 according to control softw^ 
J «ed. may be displayed both (lurihg attract mode and during art^ 
app^eoUn actual toy or may oomprise game syrtxilsandtocfmiactOT 

of the dspl^ 66 on which the bonus game window(s)ve(fisplayed. / »- 

(00631 The touch screen (not shown) dennes an X-Y matrix ol touch responsive pdnts positioned atSacent to an^ 
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overlying the "Icfiys* of the display 66. In one entxxliment, the touchween comprises a OearTek® capacitive touch- 
screen, coimiefcially available from Microlbuch Systems, fcna, Methuen, MA. It wOl be appreciated, hovrever. that other 
types or models d touchscreens lTO»wi in the art may be used Ih 

the lour comers of the touch screen to create a uniform voltage field about the touch screen. When pressure from a 
5 finger or stylus is appfied to a selected touch point of the touch saeea current is drawn from the sides of the touch 
screen in proportion to the dfetance ol the touch point from the edge of the touch sa^^ 

shorn)) evaluates the current flow to detect the coordinates ol the touch point The game controller 62 determines 
whether the touch pdm coinddes with arv 1wy(s)* on the undertyi^ 

tions ie.g., a designated game activdy) associated with that displayed "Key." In the JACKPOT PARTYni bonus game, fbr 
10 ^ompl^ pressing the touch sveen at a location dfrectly above a cfisplay^ 

'selecr that window, to cfisplay the bonus game outcome associated with that window and award co{n(s) or cr edi't(s) as 
appropriate. 

[0064] In a video game, pressing of a particular liey" generally causes the game controller 62 to trigger dsplay of 
game activity on the (^aphic display 6a The game activity may cause the game controller 62 to periodically redefhe 
15 outBnes, displays and/or functions associated wHh the gama For example, in the JACKPOT PARTY"* bonus game, 
tfie controller 62 initially causes key outnnes associated with tiie various win^ 

outcomes and. as a result of game activity, causes the windows to reveal the game outoome(8) associated with the 
selected window(s). Pressing tti e touch screen above the wMow outiine while the window Is "tasked* will cause the 
contrdler 62 to perform a diflerem luxation than it would perfm 
20 ticular game outcome 

IWeq FKl 1 5 depk^ts one embocfimenl of the JACKPOT PARTY™ ganr)e in^emented on a vWeo cfisplay 66. In ttiis 
entodiment. the basic game is implemented witti five animated "reels" 72, 74. 76, 78 and 80 vifhfch are set In "motion" 
by elttierpuBIng a lever (not shown) or depressing a push button (not show^ The controller 62 

tt>en operates according to its game program to select a game outcome (ag., T>asic" game outcome) corresponding to 
28 a particular reel "stop position" and causes each of tt)e reels 72, 74, 76, 78 and 80 to stop at ti»e preselected stop posi- 
tion The "stop* position of the reete is illustrated by various syntels in generaSy tiie 

stot machine game. Winnng "baskf game outcomes {e.g., symbol combinafions resulting In pi^mem of coins or cred* 

its) are kientifiabi e by a pay table (not shown) aTixed to or displayed by tii e vkjeo game 60. 

[0066) In the 9lusfrated embodiment, there are frve paylines 122. 124. 126i 128 and 130. In one entediment each 

50 of the paylines are "active" regardless of the number of colh(s) or aedit(s) played. Ariy number from one to ninety 
co&Ks) or aedn(8) may be played. Winning oombination(s) occur if ariy of the combinations appearing on a pay table 
are displayed directiy under any cf ttie active paylines. P^mes 122. 124 and 126 extend horizontally across the five 
reels 72. 74. 76. 78 and 80 in alignment witti. respectively, consecutive center, upper and lower syni>ols on each reel. 
Paynne128 extends in a "V" pattern in aBgnmertwitiitiie upper syntx)! of reel 7^^ lower sym- 

3S bol of reel 76. certer symbol of reel 78 and upp^syntx)l of reel 80. Payline 130 extends in an in^ 
alignmem with ttte kwer syntwl of reel 72. center symbol of reel 74. i^jper symb^ 
and kMrer symbol of reel 80. 

10067] It will be appreciated, however, that altemative pay schemes may Imptemenled, l=br exan^e, in one en*odi- 
mentof ttie preseminventioa a winning conMiation is defined by the game a)rifr^ 
40 bonus" syntx)! appears on any three consecutive reels In any of ttiettweevisWecfispl^ 

or "bottom"), even ttwugh such positions do not correspond wHh an active pay Ine. Similar to the mechanic^ slot 
machine (Fia i). ttie appearance of such a combftiatfon of "start-bomisr symbols causes tti^ 
operation from ttw bask; game to a bonus game. In anott>erembo(fimenl,ttieganf)e cortroDer enters the bonus game 
upon ttrn ^jpearance of a special symbol conMiation on ttvee consecutive reels which Is not dentSied on tfie pay 

i»nskler to be a bsing combination anci aoooidingly. represent 
tively or adcfitionally. the oocun^nce of istart-bomis' syinbols andft^ 
cofri(8) or aedrt(8) in the basic gama 

tOQ^l Like tt)e mechanfcal stot mactwe (Ra i), ttie posstoie basic game outcomes may also include a special sym- 
$0 bol combination (e.p., "bonus-resource" outcome) causing the game cortroller to generate a bonus game rescues 
exercisable in ttie bonus gam& The occurrence of "bonus-resource outoome(s) may also cause the game controller to 
award cotn(s) or credft(8) in the basic game, m one entxxfbnentttie game oontroDer continues to operate in ttie basic 
mode after the ocoHrence of a bomis-resource oulooma h tttis embodiment, any nunnber of b^^ 
may occur through several repetitions of ttie basic game (causing the game confroller to generate a correspondkig 
66 fumteol bonus garne resources) before emeringttie bonus mode, if at ail i^m^ 

come The bonus game resource(s) may comprise any item whfch operates to enhance ttie excitement and/or winning 
expectation lii ttie bonus game. In one wrbodiment for example, a bonus game resource is usable to override an ottv 
enMiseundesired outcome of the bonus game. For example. In a bonus game inducting one or more "end-bonus" out- 
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Pj^^h ooniunct.c« wrth a bonus game outcome a*a««^ 



credils. 
(0069) 



Accofcflngtooneeiifcocftment the\«^ 
22^'^:^ ihe payout rates, hft.^l^ 

15 oengpiayed (and, in one embcxftnent according to the nwrber of co&is or credfts olaved/^ tfm nto/J»J^«Mk^ 
100721 M9on initial play of ttieborajs same, the vwidoi« are masked 

pSTtTimSoJi^StoSJSS^^^ 

wtedtoi of ar. endW outcome the player Is pemiitted to exercise or W a i^^^^^^^^^ 
orcredils. The B«««Jofcoln(s)fortheWVmY POORER symWas^ 
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of the non*er of coins pl»ed Thus, the normalli , T^^^ «w the same regardess 

lOOnj ^9ee»teaflyjn one embotfmem of the JACKPOT PAirrvwvWiv» na,~. H« . ^ . 

» noo^XX)PERwindo»vsare1 poccurreroes) 2e™ 

lOOoccurrences). ISCaoccuJ^Sin ««^M(toceiffrence)l5(9occunence8). 

beco«pUedby™«ip,yi„g«,e,espec.K,enorJSS^l 
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3c*«pteyedare3Umesma.of.hS2i*!^^ 

aHyhaveaimiqueafranoememofouteomesinlhegrid ^'"'^'*="'™***«««™*5a™»»»"0^ 

10079) The various possWe bonus game outcomes In the JACKPOT PAmvM — ^ 

the Mtcomes Uentified in FK3. 1 1. As dlscussedS^aton ^ plaV^ correspond generally to 

bonus game ranges from 0 to 24 TbB^bmO^s^^^L^l^^ 

vWeogame^TSL^ItoJ^wZ^ 

Claims 

1. A gaming machine comprising: 

a processor for controlBng game piv in a basic mode and a bonus mode 

S^rfS^r^^T"" "^Pwsfclebasicgame outcomes including a start4»n^out»n»ZsS^ 
•neansfcrawpardinacredlls based 1*100 the selecfedboiU game outcomes. 



3. 



^^»ie pmcessor to rewal each of the bomjs game outcomes to response to the selection 
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10 



15 a 



20 



4. P»«9a^»>9n«c«neofdaim1wherehthemeansla ,^ . 

UmasaWonoarnorebonusgarneoutcom^ 

5* ''^^OanTing machine of cteimi wherein the basic aameay^^ ^ 

»»M^ OTierwise» commujng operatKxi of the processor in the baste mod«- 

awarding credite based ^x)n Ihe selected bonus ganw 
15. T^e»nethodo»dalm14wt«relnthestepo»8etBng.pfteboriu8flameeoa^ 
<«splayffig a pluralHy of selecfion elemenis: 

«»ncea«n9 each of the bonus game outcomes ipon initiaJ 

JreSs:?.^:?^^^^^ 

seleclinft one at a lim^ under pteyer control one or more selection elements in 1^ 



15 



EP0945837A2 

rweaBrift to each selected setectlon element, the associated bon^ 

s^SiSSTes'^r^^ 

coineeoiiprise8anend4)onu80olcome:othefwlSftoort^ 
17. The method of daiin 16 hvther conprfsing the steps of: 

^JjJ^Jhesetecttonofanencrtonusouta^ 

^8-T^em«hK«olcWm16v*erelnthestepofawaidInflaedilscompifc^ 

sunmhg the value^ssociated outcomes selected in the bonis same: a^ 
ajwdhg bonus oamocredllsprcportlon^ 

" '^Ji^ssjfoS^irjs^^ 

2a The method of dalm 16 wherdn the step of aiwrdlnflci^ 

» *>'™*9 •he value-associated outcomes selected h the bonus game- and 

awaidingbonusgameaedas equaltothe sumof the valuesissoelaled outcomes s^ 

^'•I^^SfoSSS?^ 
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Fig. 3 
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PAYOVT SUMMART . BONUS PgATiiPc i^^ tupm wmi basp baub 



COWf 


% PAYOUT 


HIT% 


TOTAL 
HITS 


TOTAL COINS 
PAID 


NORMALIZED 
AVERAGE BONUS 


1 


86.05732 


13.95748 


814 


5018.863 


20.5715 


2 


86.11125 


26.50892 


1546 


10044.02 


20.0001 


3 


86.16518 


39.06036 


2278 


15075.46 


19.4287 


4 


86.01819 


51.6118 


3010 


20066.32 


18.7144 


5 


86.17998 


64.16324 


3742 


2S130.08 


17.0002 
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BONUS GAMg OU TCOME SUMMARY 



1 CHOICE 

1 


%END 
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0 


0.2 


1.0 


• 


i 


1 


0.165517 


0.8 


6.70833 


5566664 


2 


0.135961 


0.634483 


12.41666 




3 


0.110783 


0.498522 


18.12499 


12 0^^ 
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0.387739 


23.83332 


1i^i757 1 


1 ^ 


0.071583 
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0.05667 


0226678 
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0.04435 


0.170009 


40.95831 
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8 


0.034271 


0.125659 


46.66664 
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9 


0.026111 


0.091388 


52.37497 


19.45354 


10 


0.019583 


0.065277 


58.0833 


19.82617) 


11 


0.01443 


0.045694 


63.79163 


20.08701 1 


12 


0.010421 


0.031264 


69.49996 


2026547 


13 


0.007356 


0.020843 


75.20829 


20.38445] 


14 


0.005057 


0.013487 


60.91662 


20.46144 


15 


0.003372 


0.008429 


86.62495 


20.50955 


16 


0.002167 


0.005057 


92.33328 


20.53842 


17 


0.001334 


0.00289 


98.04161 


20.55492 1 


18 


0.000778 


0.001556 


103.7499 


20.5638) 


19 


0.000424 


0.000778 


109.4583 


20.56824 


20 


0.000212 


0.000354 


115.1666 


20.57026 




9.43E-05 


0.000141 


120.8749 


20.57107 


22 


3.54E.05 


4.72E-05 


126.5833 


20.57134 1 


23 


1.01E-05 


1.18E-05 


1322916 


20.57141 


24 


1.68E-06 


1.68E-08 


200 


20.57152 


EXPECItU VALUE FOR 1 COIN BONUS GAME: 20.57152 
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